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WARNING: PLEASE CAREFULLY READ THE CONSUMER INFORMATION AND 
PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING 
YOUR NINTENDO® HARDWARE SYSTEM, GAME PAK, OR ACCESSORY. 
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that Nintendo has reviewed this product 
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compatibing wlth your Nintendo 


All Nintendo products are licensed by sale for use only with other 
authorized products bearing the Official Nintendo Seal of Quality 


‘Thank you for playing the Super NES Super Scope 6” Game Pak for your | 
SUPER NINTENDO ENTERTAINMENT SYSTEM? F 


Please raad this instruction booklet thoroughly to ensure proper 
handling of your new games. Then save this booklet for future reference, 


NOTE: This game can only be played with the Super NES Super Scope? accessory. | 


те ® are trademarks of Nintendo of America Inc- 
(© 1902 Nintendo. 
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E SUPER NES SUPER SCOPE CONTROL BUTTONS AND BASIC OPERATION ii 
(FIRE Button) 


ab Press this button to shoot at the screen. 
PAUSE Button) 


JSE Button to interrupt the game play. 
а second time to resume game play. 

im the Super Scope by 
arget. 


To aim, align the center of the Front Sight 
‘ver your target whie looking through the 
Sight Tube. 


Whie paused, you can re- 
firing at the center of th 


Slide this switch forward to the center. 


| tur the power on NOTE: This game doe: 
the TURBO function. You will on xi 
shot even if the POWER Switch is in the TURBO 
position. 


While the game is paused, press the FIRE Button twice while holding the 
CURSOR Button, to reset the game back to the title screen, 


Ш PREPARING THE SUPER SCOPE FOR PLAY Ш 


Begin by setting up your Super Scope 
Receiver Module as shown in the Super NES 
‘Super Scope Instruction Manual After 
inserting the cartridge into the Super NES 
Control Deck, slide the Power Switch on the. 


Control Deck and Super NES Super Scope to 
their ON postions, When the title screen 
appears, shoot once toward the screen, The 
‘ADJUST AIM screen will then be displayed. 
Ifyou shoot at the screen while the demo is 
running, the game will return to the title screen. 


AIM ADJUSTMENT. 


Through the hole in the Sight Tube, 
you will see the Front Sight. Am. 
and shoot at the center of the 
target by sahting it through th 
Sight Tube and the Front Sight as 
shown in the illustration on the left 


A hit mark will appear in the centar of the target 
and the Super Scope's aim is now adjusted 


Immediately afterwards. a screen for a ral shot 
will appear. Shoot at ths screen to check your 
aim adjustment. 


ee 


I your aim was not adusted correctly, or if you change positions, press the 
Pause Button to re-ain. To resume the game without altering your aim, 
press the Pause Button again without firing. 


Starting The Game € 

‘After your aim adjustment is Completed, you will see the SELECT GAME 
‘screen. Choose from either BLASTRIS or LAZERBLAZER by shooting at the 
appropriate window. 


BLASTRIS 


LAZERBLAZER 


BLASTRIS See Page 7 


LAZERBLAZER: See Page 19 


BLASTRIS A- MOLE PATROL 


LEVEL SELECT 
WINDOW 
— MODE SELECT 
WINDOW 
۰ LECT® 
Select one of the three games shown on the me ais 
top of the screen by shooting the 
appropriate window. 


. ЕСТФ 

The thee dificult leves to begin playing LOW 

at are, LOW, MED and HIGH. Shoot the i 

window in the center of the screen to select | IDOI] | МЕР. 

the level you want 1 
HIGH 


mop ЕСТФ 

There are two mode types for each game. 
Shoot the mode of your choice after 
selecting your level and the game will start. 


squares each will appear from the left and float toward the right. 
‘Arrange those blocks ву shooting 

individual squares. Break them to 
arrange the remaining pieces into 
vertical lines on the right. When you 
form a vertical line, that line of blocks 
wil be cleared and you will be given 
paints. If you clear 2 or more lines 
simultaneously, you will get higher 


Clearing 5 lines completes a level, 
‘advancing you to the next stage. As 
you progress to higher levels, the 
speed ofthe floating blocks becomes 
faster. Your game will be over if a 
black pile becomes too high and 
reaches the left side of the screen. 
The game is over when the piled 
blocks reach the left side. 


a а 
These are two modes of play for Blastris А. One of them is for only 
one player, the other is for two players (VS. mode). 

‘Shoot the window of the mode you 
want to play. 


One Player Play by yourself, tying to beat 
your highest score, 
Two Players Play with another player 
‘competing forthe highest score. 
Both players alternate tums 
after each stage using the 
same Super Scope. 


ека Laine уегіктйткі 3 
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The Game Screen 


Lines cleared 


-Ø Level 


@ Score ОИ © Bullets 


© Number of lines cleared this stage. 
@ Total score this qame. 
Ө Level number ofthe current stage. 
© Number of bullets currently available. 
Yo n л . 
The number ofthe bullets available to shoot is limited. When а block begins 
to fall, two bullets are added to your reserve, When you have no bullets left, 
you cannot shoot again until another block begins to fall and you get more 
bullets 


There Are Two Ways To Score. 

* ing Lines 

You will score points each time you clear a line. To clear a line you must fi 
a vertical row from top to bottom without leaving any open spaces. 


Clear one line. 300 Points 


Clear two lines. 


simultaneously --------1000 Points. 


Clear three lines 
simultaneously: 


5000 Points 


Er mU 
Clearing a line! 


Clear four lines 


simultaneously... 10000 Points 


*Poii n * 
You will receive points for every unused 
bullet after clearing a stage. 


Each bullet left 


100 Points 


In the two player mode, the player with the 
highest score is the winner, 


Clearing two or more 
lines simultaneously to 
get a higher score. 


The game is over when a block pile reaches the left side. When the 
game is over, the highest scores will be displayed. 


The game type, your current score 
and the highest scores are 
displayed for each game level. 


Ifyour score exceeds the high score 
itwill Бе displayed as the highest. 


‘The score and level of your last game, 
and the highest scores for each level. 

willbe displayed. I your score is the 

highest, it wll be the TOP SCORE. 

‘Shoot the High Score screen to 

display the SELECT and END 

windows. Shooting the SELECT 

window wil return you to the Blastris 

GAME SELECT screen. Shooting the 

END window will reset the game back 
tothe title screen. Ending resets all SELECT 
high scores. window window 
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There are noblocks at the beginning 
HE) that must be eliminated. Blocks will 
begin falling and your game will 
continue, geting progressively harder, 
until a block pile reaches the top of the 
screen. 


а d 

As you start blocks will begin falling down, You cannot move blocks left or 
Tight, but you can spin it to reveal three different colors. The metallic 
blocks are the same color on every face. Shooting them doas not chango 
the color. 


All of the faces on a 
| metalic block are the 
| зате color, 


Arranging more than three blocks of the same 
Coler vertically, horizontally or diagonally wil 
clear that row, You will get points for each row 

cleared. 


Wher the block piles reach the top of the OLevet 
screen, the game is over. pa) 


Ө Current game score 


The block pile has reached the top-Game Block Falling Speed € 
жыр In either mode, when the level increases, the blocks wil fall aster 
and the interval between blocks will decrease 
a a 


There are tvo ways to play, mode A and mode B. 
The basic method of playing either mode is not very different, but the object 
ofthe two games is. 


Typ. 


= Beginning the game wil reveal stacks of 


Monster blocks. Spin the blocks falling next 
to, and on top of the Monster blocks, aligning 
three or more of the same color to clear tnat 
tow. When all of the Monster blocks are 

Î cleared you will progress to the next stage. 
ТІ you will progr о 


Tint 22” 


hene ор лавечага чит 


a 
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'o are Several Ways To Clear Blocks. 


егіса! Clearance € 
Clear the blocks by aligning the colors vertically. 
Usually only three blocks can be cleared 
vertically, but chain reactions with adjoining 
blocks horizontally or diagonally can occur. 
Be careful to not pile the blocks too high 
vertically. 


Ф 
Clear the blocks Бу aligning the colors 
horizontally. You can clear up to five blocks 
with a horizontal clear. 


+ 
Clear the blocks by aligning the colors 
diagonally. You can clear up to five blocks in a 
diagonal clear. It is very easy to cause a chain 
reaction by a diagonal clear. 


If you clear rows by combining vertical, 
horizontal or diagonal clears, you will 
eliminate more blacks than in a single clear 
and get more points. 


© Chain Reaction € 

By clearing blocks ina diagonal or horizontal clear, you can clear 
‘other blocks by causing а chain-reaction It is possible to pile blocks 
diliberalely so that a chain reaction occurs, but usually this happens. 
unexpectedly 


Бу clearing the eee green 
locks horizontally 


m a 


Ifa block pile reaches the top of the screen, the game will be over. 
‘You will then see the high score display. 


The yellow block wil be 
cleared in a chain reaction, 


The score and level of your last game, 
and the highest scores for each level 
willbe displayed. If your score is the 
highest, it will be the TOP SCORE. 
Shoot the High Score screen to 
display the SELECT and END 
windows. Shooting the SELECT 
window will return you to the Blastris 
GAME SELECT screen. Shooting the 
END window will reset the game back 
{othe е seren Ending resets aji Bass high score display 
high scores, 


bird 


SELECT window END window 
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MOLE PATROL 


As the game begins, a troop of Molians will 
march in from the left and drop into the pipe 
on the right (Shoot the screen to bypass.) 


Watch for the Molians to begin popping 
their heads out of any of the twelve craters. 
When they begin to do so, blast them into. 
the background with your Super Scope. 


Red 
! Molian 


ТУГО WAYS TO PLAYS 


There aro two modes of play, the Stage Mode and Score Mode. 


Stage Mode@ 


Game play proceeds in ever more diffi 


stages. You have limited time to shoot all of 
the Blue Molians and clear the stage. In 
higher stages more Molians wil appear. Do 
not shoot a Red Molian by mistake, doing so 
“йі causo tho Molians to рор up faster. If the 
timer reaches zero before you tag all of the 
Blue Molians in that stage, your game will 
be over, 


%-5соге Mode e 


This game is only one stage long. 
Depending on your choice of 
difficulty level ten to ffteen Mollans 
wil appear for you to tag. Your speed 
and accuracy will determine your 
score. Your scorecard willbe 
displayed rating your performance 
between 0 and 100 Points. 


ШСАМЕ SCREEN 


© Hearts 


Curent score 
© Number of Blue Molians left 
© Time left 


There are no indicators when playing in the Score Mode, 


о -- 7 4 0 >г ш 
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@SCORER 


‘Scoring differs between the Stage Mode and the Score Mode. 
% Stage Mode ¢ 


Every time you shoot a Blue Malian, you will be awarded 100 Points. When 
you finish the stage, each count of time is worth an additional В Points, that 
will be added to your total score. 


[— 9 Stage points 


Clear bonus 


© Shois missed 


@ Stage Points 
You receive these points upon completion of the stage. The stage points are 
determined by adding the points for each time count left and the clear 
bonus. Points lost for shots and targets missed will be subtracted 
@Clear Bonus 
You receive these points for clearing the stage. (Score between 3000 Points 
and 15000 Points depending on the stage level.) 
Өзіміз Missed 
These points are lost by missing shots 

Each missed shot 
Ө Targets Missed 


These points are lost each time you allow a Blue Molian to survive when 
it pops its head out. 
1 Blue Molian 


100 Points 


250 Points 


%-5соге Mode 
‘Your score has а maximum of 100 Points! 
Ө Points 


© Timing list 


© Shots missed 


O Targets missed 


Points for shooting the Molians. 
“Tha list shows the distance and timing cf your 
shot 

Numbers of missed shots, 


SCORE DISPLAY 


When time is over ог after your game is ovar you will view the High 
Score display screen. 

The score and level of your last game, IEEE 

amd the highest scores for each level. | EE 
wil be displayed. If your score is те MR 4 
highest, it will be the TOP SCORE. ш 

Shoot the High Score screen to 

display the SELECT and END 
windows. Shooting the SELECT 
window wil retur you to the astris 
GAME SELECT screen. Shooting the 
END window will reset the game back 


tothe title screen, Ending resets all 
high scores. 


If your score beats the high score, it 
also will be displayed as the high 


SELECT END. 
window window 


-0- DAN Pr ш 
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WIGAME SELECT SCREEN 


If you selected LazerBlazer, the screen pictured bellow will appear. 


INTERCEPT | | ENGAGE | | CONFRONT | 


TYPE A TYPE B TYPE С 
INTERCEPT ENC CONFRONT 


All three of these games are different, and to excel you must sharpen many 
‘skills, Select one of the three games by shooting its window to begin 
playing. 
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WBASIC GAME IDEAE 


Avolloy of missiles has been 
launched by the enemy. Your mission 

ıs 10 shoot down all of the missies 

using the fewest shots possible. This 

game type has a one player mode 

and a two player VS. mode. 


STARTING THE GAMER 

‘fr choosing game TYPE A-INTERCEPT, a screen wil appear that 
wil let you choose ether a one player game or the two player VS. 
game. Shoot the window ofthe mode you wish to play. 


Enemy Missiles 

Тһе different missile types are shown in this 
window. The point value for a missile becomes 
Greater as ts distance trom the player increases 


E 


Beer | | "нік 


1 Player Mode VS. Mode 


s JUmImNIE-UZITINJIF 


стае тетт 


ge ONE PLAYER MODE = 
| aM ] 


Intercept the missiles as they hurtle across the screen. Do not let any of 
them pass, When you miss five missiles, the game is over. 


LEVEL SELECT 


There are a total of thirty stages of difficulty. You cen begin at your choice 
of three different levels as shown. 


uwa [uwa [uwa 
ш |1 «| н 
Select the level you want to star at, by shooting its window, 


MITHE GAME SCREEN ME 


This is the layout of your on screen indicators, 


High Score 


Shot (in Fig) 
Number of 
Enceng Майе Enemy Missiles 
(inflight Left this Stage 
Total Number of 
г Enemy Missiles 
Stage Number this Stage 
Number of 
Damage Meter Shots Taken 


Number of Shots Loaded 


Your mission is to intercept the enemy missiles, Use the information 
provided by the indicators to your advantage, 


eRadare 
The enemy missiles are shown as white dots. Use this radar to help. 
you determine the number and formation of the missile volley. 


Missiles out of Missiles out of 
range ange 


Missiles currently in range 


Number of Shots Loaded € 

You can shoot up to amaximum of three shots in a row before reload 
must occur. After each shot is fired, you must wait a short tine until 
the launch tube reloads, 


-= 
You cannot fire until your shots are reloaded. 
Number of Enemy Missiles and Player's Shots Ф 


This meter counts down the number of enemy missiles when you 
intercept them, as well as when they escape your aim. When the 
number of enemy missiles left becomes zero, the stage is over. 


The number of shots that you take influences the calculation of your 


score. ERES 
pr 


Damage Meter € 

ich time an enemy missile passes withcut being intercepted, it will 
be counted as a miss, and register on the meler as a red mark. When 
you have missed four times, a warning alarm will begin to sound. 
When you let the fifth missile pass by, the game will be over. 


DANGER! 


s DMINECOVIUMNYSr- 
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SCORING а 


Each time a missile is shot down, points are 
added to your score. 


As you complete 


h stage, bonus points 


are awarded. Bonus points are calculated 05 5.33 
by your hit ratio (Number of missiles shot 
down/shots you fire) 

Points for missiles shot down 


Hit ratio 


When the game is over, your last score and 
the high score will be shown. Shoot either 
the SELECT window or the END window. 
Shooting the SELECT window will etum you 
10 the LazerBlazer GAME SELECT screen, 


Shooting the END window wil reset he SELECT END 
{game back ' the title screen, Ending resets 

all scores. 

| THEVS.MODE тн 


The VS. modo has no LEVEL SELECT, both players will play at tha samelovel 


ЕРІЛУШ 


Compete with another player in a test of accuracy, Two players will play the 
same stages for three rounds using the Super Scope alternately. Your scores 
will be determined by the number of enemy missiles intercepted, and how 
few shots it took to do so. Missed enemy missiles do not count against you, 
however, you will lose a scoring opportunity to your opponent 


AIM ADJUSTMENT Ш 


Both players will adjust their aim as each begins round one of the 
competition See page 5 for details regarding adjustment of aim. 


GAME SCREEN 


Score-Player One Score-Player Two 


BSCORING 


Each missile shot down will add 
points to your score, Additionally, as 
inthe one player mode, you will 
receive bonus points after each stage 
based upon the number of missiles 
intercepted and the number of shots 
taken. 
Points for missiles shot down 
Hit ratio 
fter player two finishes the third 
stage, the game will be over. After the 
scores have been calculated for both 
players, the player who has the most 
points is the winner of the game. 
When the SELECT and END windows 
appear, shoot at the window of your 
choice. 
Shooting the SELECT window will 
return you to the LazerBlazer GAME 
SELECT screen. Shocting the END window will 
reset the game back to the title screen. 
Ending resets all scores, 


p HELP!-SAVE MARIO! ЕН 


‘Occasionally, during both the one player and VS. modes, Mari, 
chased by Bowser wil appear. 


Score bar 


Bowser 
Mario 


* One Player mode 
if you shoot down Bowser, saving Mario, your damage meter will 
decrease by one mark. If you accidentally shoot Mario, your damage 
wil increase by one. 

* VS. mode 

Shooting Bowser will add to the calculation of your score and 
shooting Mario will subtract from it 
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WPLAYM 


Engage enemy aircraft as they fly into your sights. Be careful, they are 
armed with missiles. Watch your fuel use. itis limited and you must shoot 
them all down before your tank runs dry. Game ТҮРЕ B- ENGAGE has no 
VS. mode. 

LEVEL SELECT 


The level select screen is the same as that of game TYPE A-INTERCEPT. 
(Seo the page 21) 


GAME SCREEN 


Anter selecting a level, the game screen will appear: There are several 
indicators on this screen that you should watch, 


High Score 


Number of Enemy 
Ships Left 


Danger Warning. 


Light. Stage 
Number of Enemy 
Missiles Fired 

Your Ship Status Number of Shots 
Taken 

Stage Level Energy Gauge 


Ràdar 


Damage Meter 


Your mission is ta engage and defeat the enemy fighters. Usa tho information 
provided by the indicators to your advantage. 


Radar 

The radar shows the enemy fighters and the missiles that they have 
fired at you. Enemy fighters are shown as white dots, enemy missiles 
are yellow dots. Listen for tha warning sound if the radar detects an 
‘enemy missile, 


Number of Shots Loaded 
Each time you fire one shot, one meter urit will disappear fora few. 
seconds while a shot is being loaded again, The maximum number 
‘of shots that you can fire consecutively is four. If you fire all four 
Shots before reload can occur, you willbe unable to shoot fora short 
tine. 


Players’ Ship ¢ 


When you get hit by an enemy missile the damage 
will show on this indicator 


Number of Enemy Fighters, Number of Enemy 
Missiles and Player's Shots € 
As you shoot down the enemies, or their missiles, the Number of Enemies 
This Stage will decrease by one. When the Number of Enemies This 
Stage equals zero, the stage is over. Also the number of player s 
Shots taken will be taken into account when the score is calculated. 


Damage to Player's Ship ¢ 
When you get hit by enemy's missiles, your damage meter wil turn red 


infive stages. When you have been hit four times a warning alarm will 
begin sounding. When you have been hit he fifth time, your game is. 


eFuele 

You have limited fuel for each stage. If your fuel runs out, your ahip will 
fall to the ground and your game is over. You must shoot all of the 
enemies out of the sky to end the round before you run out of fuel 


Supply Ship 

After finishing a stage, your ship will rise 
To dock with and recharge with energy 
rom the Supply Ship. When the red. 
Supply Ship appears, you also will 
recover ene damage unit on the Damage. 
Meter, 
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@SCOREM 
When you shoot down a missile, its score will be added to your score. 


Also, after completion of each stage, bonus points will be added to your 
score. These bonus points are calculated based on your hit ratio, (Number 
ol enemies shot down/Numberof shots you have fred) 


Points for Enemies 
ot Down 


Hit Ratio 


When the game is over your last score, as wall as the high score will be 
shown, Shoot either the SELECT window or the END window. 


SELECT END 


Shooting the SELECT window will retum you to the LazerBlazer GAME 
SELECT screen, Shooting the END window will reset the game back to the 
title screen. Ending resets all scores. 
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(DYPEIC=CONFRONT | | (| 
[ LM | 


Confront the enemy robot armada as they attempt to land. You must 
eliminate them with your anti-aircraft type cannon before they сап 
‘shoot you, The TYPE C- CONFRONT game does not have a VS. mode. 


SELECT LEVEL SCREEN 


The Select Level screen is same as the TYPE A- INTERCEPT and the 
TYPE B-ENGAGE games. 


ШСАМЕ SCREEN 


High Score 


Number of 
Enemy Robots 
Leh 
Total Number of 
Enemy Robots 
This Stage 
Number of 

Radar Shots Taken 


Number of 


‘Your mission is to confront and destroy the enemy robots. Use the 
information provided by the indicators to your advantage. 


eRadare 
Eremy robots are shown as white dots. You can determine position 
and distance of the enemy robots with this radar. 


Number of Enemy Robots and Number of 

Player's Shots @ 
When you shoot down an enemy robot orf an enemy robot leaves 
the radar area, the Total Number of Enemy Robots This Stage 
decreases by one, When this number equal zero, you have fished 
the stage. The total number of shots taken will be calculated into 
your score. The maximum number of shots that can be taken before 
reload must occur is four. 
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Players Ship@ 
As your shin gets hit by enemy's shots, the damage 
will be shown on the indicator. 


# Damage Meter 

‘When you get hit by enemy's missiles, your damage meter will turn red in 
five stages, When you have been hit four times а warming alarm wil begin 
sounding. When you have been hit the fifth time, your game is over. 

If you shoot down a flashing enemy, your damage will be decreased by one 
unit 


A flashing enemy robot 


"hal. 
BsconEm 


Every time you snoot down an enemy robot, the score will be added to your 
total score. Shoot down an enemy robot after its shot turns to red and its 
point value will be tripled. 


You also wil receive bonua pointe for. 


finishing each stage that will be added to 
your total score, Bonus points are calculated 
based on hi ratio (Number of enemy robots 
shot down/Number of shots fired) 


Points for Enemy Robots Shot Down 
Hit Ratio 


When the game is over, your last score and 
the high sccre will be shown. Shoot either 
the SELECT window or the END window. 


Shooting the SELECT window will return you 
to the LazerBlazer GAME SELECT screen. 
Shooting the END window will reset the. 


game back to the title screen. Ending resets 
am scores. 
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WARRANTY AND SERVICE INFORMATION 
90-DAY LIMITED WARRANTY 


HARDWARE", ACCESSORIES, GAME PAKS (PRODUCT) 

"AROWARE ONLY: TO EXPEDITE AUTHORIZATION CF ANY REQUIRED WARRANTY WORK. WE 
RECOMMEND THAT YOU COMPLETE AND RETURN YOUR WARRANTY CARO ИТНА 10 DAYS OF 
PURCHASE (OR RECEPT AS A GIFT) 

90-0АУ LIMITED WARRANTY 

Nintendo at Americ ine. (Nintendo? warrants to the original purchaser that his product shad be 

"ree trom detects in material and нокталар for a perod of 90 daya rom the date of purchase, 

Wa eeci covered by his waranty occurs during this 90-day warranty pened Nintendo wil repair 

or replace the defective proauct or component part, а А opten, re o charge. 

WARRANTY SERVICE OR 
REPAIRISERVICE AFTER EXPIRATION OF WARRANTY 

To receive this warranty service orto receive service aher warranty expiration: 

1. DO NOT retum your product othe ease. 

2 Pease call the NINTENDO WORLD CLASS SERVICE.. Center Consumer Assistance Hatine at 
1-800-255-3700, Our haus ol operation are Irom 400 am to Ming. Paci Te, Monday 
"trough Saturday, and rum 810 am to 500 pm, Pace Time on Sundays (ires subject 10 
change). If he Nintendo Service Representative ıs unable 19 eave the proble over the 
ıdephene, you WA be rered to the nearest AUTHORIZED NINTENDO WORLD CLASS 
SERVICE.. Centar for pompt, professional waranty service or ropar and replacement 
components. You may ako refer la your yelow pages directory under ће heading of Video 
ames - Servico 4 Rapai; or the позов сайа 
To tality the needs of our customers, Nitendo maintains а natonwide network of 
AUTHORIZED NINTENDO WORLD CLASS SERVICE, Centers located in major metropoltan 
amas! and also oers express tactory serves, In some instances t may be necessary lo ship 
‘he compete produet, FREIGHT PREPAID AND INSURED FOR LOSS OA DAMAGE to Me 

This warranty shall not poly i he product has been damaged by negligence, accident 

unreasonable us, commercial use, medication, tampering, or by other causes unrelated 10 

"efecto matenas or workmanship. This waranty shal not apply I any product sena! number has 

beer aered, delaced, or питон. 

WARRANTY LIMITATIONS 

ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF 

MEFCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE HEREBY LIMITED 

TO NINETY DAYS FROM THE DATE OF PURCHASE AND ARE SUBJECT TO THE 

CONDITIONS SET FORTH HEREIN. IN NO EVENT SHALL NINTENDO BE LIABLE FOR 

CONSEQUENTIAL OR INCDENTAL DAMAGES RESULTING FROM THE BREACH OF ANY 

EXPRESS OR IMPLIED WARRANTIES. 


The provoion o i wanan re ve the Ur Sao re Canaria oriy Sore siale renane 
ona atow imtatons on howlong anime waranty ast or exclusion f consequent or eden 
damages, so the above lmao and exclusions may nof apply є you. The warranty ves you 
Specie legal "ge, and you пау aso have aha hts wich vary between etas prouimces. 


"ta Simes oriy in Canada redo робо cric tah s Caradar Seca Сев: 


30 


Vinne Lair 


werivitum nat 


Nintendo of America inc 
PO. Box 957, Redmond, WA 96073-0957 USA, min .ne 


Wien Тіс REE 


